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SYSTEM REQUIREMENTS 


Atari® 400/800 e Atari BASIC ¢ 48K RAM 
One Disk Drive 


PACKAGE CONTENTS 


Two Decimals Diskettes 
Instruction Booklet 
Warranty Card 


OVERVIEW 


Decimals is one of the newest educational programs for primary level 
education. Decimals entertains while it teaches, and rewards the child 
for actual learning — not just for getting the right answer. The program 


covers conversion, addition, subtraction, rounding off, multiplication, divi- 
sion and percentages of decimals, giving the student a comprehensive 
understanding of this important subject. 


GETTING STARTED 


To get started with Decimals simply follow these steps (this is called 
“booting.’’): 


1. Make sure that the power switch on the middle right of the computer 
is in the off position. 


2. Insert the Atari BASIC cartridge into the left hand slot of your computer. 
3. Turn the power switch on your disk drive to the on position. 


4. Open the disk drive door by putting your finger on the handle of the 
drive door, pressing on the release button below it, and allowing the 
door to rise slowly. 


5. Slip the diskette into the drive with your thumb on the diskette’s label. 
The label should be face up and will be on the last edge to enter 
the drive. 


6. When the disk is fully inserted, close the drive door by pushing the 
handle down until you hear a click. 


7. Turn the power switch on your computer to the on position. The screen 
will be a light blue, and the ‘‘busy”’ light on your disk drive will come 
on. This indicates that the program is loading. 


The Softsmith logo and the Decimals title page will now appear on the 


screen. If, instead, the BOOT ERROR message appears, you may have 
inserted the disk incorrectly. Try repeating the above instructions. 


IMPORTANT TIPS 


Follow these important tips to minimize problems in running this and many 
other programs on your Atari computer: 


Handle your diskettes carefully and always keep them in their special 
jackets while not in use. 


Do not press <BREAK>while the ‘‘busy”’ light is on. 


Do not open the disk drive door while the ‘‘busy”’ light is on. This may 
damage your disk. 


Atari is a registered trademark of Warner Communications. 
Softsmith is a trademark of Softsmith Corp. 
The Software Guild is a trademark of The Software Guild, Inc 


Do not attempt to copy this program. If your diskette becomes damag- 
ed and you require a replacement, please read the Warranty Message 
section of this booklet. 


A CLOSER LOOK AT DECIMALS 


Softsmith is proud to present Decimals, a complete program for 
teaching common decimal operations to elementary school children. It 
covers conversion, addition, subtraction, rounding, multiplication, divi- 
sion and percentages. Each lesson begins with a statement of objec- 
tives, telling what is to be learned in that lesson. Then a concept is 
presented, along with examples, and the child is given practice in solv- 
ing this particular type of problem. The computer then tests the child’s 
understanding by giving ten test questions. At the conclusion of the 
lesson, the computer reports to the child how well he/she did and makes 
a recommendation to repeat or go on to the next lesson. 


Decimals is only one fine program in Softsmith’s educational line 


for young children. Consult your local Softsmith dealer for a full catalog 
and demonstration of all our educational software. 


ASSUMPTIONS 


To use Decimals, children should be able to read at a third grade level 
and should have the math skills listed below: 


e Addition of whole numbers, including the carrying of digits 
e Subtraction of whole numbers, including the borrowing of digits 
e Multiplication of single and multiple place numbers 


e Division of single and multiple digit numbers by the long division 
method, with and without remainders 


e Addition, subtraction, multiplication, division, and reduction of frac- 
tions 


e Definitions of those terms related to each of the skills noted above. 


DECIMALS’ PRE-TEST AND SEVEN LEARNING UNITS 


Your new Decimals program is divided into a pre-test and seven 
learning units. Each unit covers an important aspect of working with 
decimals. These are listed below: 


1. Pre-Test 


The pre-test appears at the beginning of the program. It is useful 
in pinpointing those aspects of working with decimals where the child 
may need some help. 


2. Conversion of Decimals 


The conversion unit introduces the child to the concept of the decimal 
as another form of the fraction. The child gains skill in converting frac- 
tions to decimals and decimals to fractions. This unit also explores the 
concept of a decimal point and place-holders to the right of the decimal 
point. 


3. Addition of Decimals 


The child is introduced to the idea that the process of adding 
decimals is nearly identical to that of adding whole numbers. This unit 
explains how to place trailing zeros to insure correct decimal placement, 
and how to carry columnar values. 


4. Subtraction of Decimals 


This unit reinforces the concept of trailing zeros and methods for 
borrowing in subtraction. Emphasis is placed on subtraction as a tool 
applied to whole numbers and decimals alike. 


5. Rounding off Decimal Numbers 


Children need the skill of rounding off to a specified number of places 
if they are to accurately multiply or divide decimals. Unit Five uses prac- 
tice to develop and reinforce the terms ‘rounding to N decimal places”’ 
and “rounding to N significant digits.” 


6. Multiplication of Decimals 


This lesson emphasizes the identification of correct decimal point 
placement after multiplication is completed. The child also learns to round 
decimals to a specified number of places. 


7. Division of Decimals 


To help the child gain skill in division, this unit reviews the rules for 
long division, and allows the child to practice this process before going 
on to decimal division. As in the multiplication unit, heavy emphasis is 
placed on correct decimal point placement. 


8. Percentage 


Children often have difficulty understanding how to find percentages 
and the value of anumber multiplied by a given percentage. In Unit Eight 
the child will acquire both skills. 


HOW THE CHILD USES DECIMALS 


Before beginning Decimals, please instruct the child on how to 
‘boot’ the disk as described in the Getting Started section of this booklet. 
The program is designed so that the computer gives the child all of the 
prompts he or she needs to use the program. 


The computer will give a list of all the lessons, called a menu, (see 
below) and tell you to press the number corresponding to the lesson 
you wish to learn. At the beginning of each lesson, the program will ask 
if you would like some directions. Then the lesson begins. When the child 
enters an answer, the computer will respond with “right ”’ or ‘‘wrong,”’ 
and point an arrow at the correct answer. At the end of the ten question 
test, the computer will report how the child did and recommend whether 
the child should repeat or go on to the next lesson. 
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<1> Decimals Pre-Test 

<2> Conversion of Decimals 
<3> Addition of Decimals 
<4> Subtraction of Decimals 
<$> Rounding off Decimals 
<6> Multiplication of Decimals 
<7> Division of Decimals 

<8> Percentage 
<0> End for now 


Which one (0 — 8)?? 


Disk number one contains lessons one through four; disk two has 
lessons five through eight. The computer will tell you if you need to 
change disks. 


WARRANTY MESSAGE 


Please be sure to complete and mail the enclosed Warranty Card. 
By having your name on file we will be able to provide better customer 
service, including information on programs updates and replacement 
of damaged diskettes. 


Decimals is a simple program which should give your child or stu- 
dent many hours of enjoyable and effective instruction. Should you ex- 
perience any difficulty with the game please refer to the Getting Started 
and Important Tips sections of this booklet. Read them carefully and make 
sure that you have performed each required step correctly. If you still 
can't get the program to run properly please contact the dealer where 
you purchased the software. They have the experience and service net- 
work to assist you. 


Should your diskette become damaged, please send it to us at the 
address below, together with a short description of the problem. The 
Software Guild will replace your disk promptly, per warranty provisions. 


The objective of The Software Guild is to provide the highest quality 
software available. In order to improve our products wherever possible, 
we are happy to receive comments, criticism and praise. Write to us at: 


The Software Guild, Inc. 
Service Department 
24213 Clawiter Road 
Hayward, CA 94545 
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